WARLOCK 


RETURNING WARLOCKS TO THEIR ROOTS 

The warlock was introduced in D&D edition 3.5 in a supple- 
mental book of classes called Complete Arcane. They were 
described as serving a similar role in an adventuring party to 
a wizard or sorcerer, but with more limited abilities. They did 
not have the flexibility of knowing many spells for different 
situations and instead had to rely on their eldritch blast. At 
the time casters had very few at will casting, cantrips used 
spell slots for Wizards and Sorcerers. So eldritch blast being 
an at will spell attack with damage that scaled into higher lev- 
els and invocations that you could use to modify it into spell- 
like attacks made any deal with a patron enticing. This in- 
credibly power spell-like ability was balanced by the Warlock 
not getting access to any other traditional spell casting. The 
Warlock also had access to invocations to enhance their spell- 
like abilities. The three categories of these were Eldritch 
Essences (modify the effects of eldtritch blast), Blast Shape 
(modify the number of targets, or area of effect of eldritch 
blast) and Other Invocations. These Other Invocations gave 
Warlocks access to arcane secrets that no other caster was 
able to attain, things like seeing normally in all kinds of dark- 
ness, deflecting incoming attacks, shattering objects with an 
utterance of Dark Speech. Some low level spells were also in- 
cluded in that list as a means of bolstering the Warlock's 
versatility. 

In 4e Warlocks maintained their arcane striker role of hav- 
ing an at will spell attack in eldritch blast. In order to en- 
hance that role, the class shifted from eldritch invocations, 
which granted arcane secrets and empowered their eldritch 
blast, to gaining access to a much wider selection of spells in- 
cluding attacking spells. 

Warlocks in 5e worked to make a good mix of these two 
concepts. Invocations returned and with them Warlocks were 
granted a form of spell casting much more similar to known 
casters like Sorcerers. Since Warlocks were granted access 
to a spell list and spells of level up to 9th through their Mystic 
Arcanum the role of eldritch bast as their primary strong 
magic ability was decreased. There are still invocations which 
empower eldritch blast to deal more damage or move ene- 
mies, but flexibility and emphasis of the blasts. Even the 
other invocations were reduced in strength to make room for 
the Warlock's new spellcasting feature 

To summarize the editions of the Warlock 


e 3.5e 
e At-will blaster eldritch blast 
e Invocations to improve blasting and grant versitility 
e de 
e At-will blaster eldritch blast 
e Wider array of single target damage and control 
spells, some at will others limited to per encounter 
or per day 


e Pact Slot Spell casting, less slots than most spell 
casters + recharge on short rest 

e Decent damage with eldritch blast, but no longer 
the only at will ranged magic attacker 

e Fewer invocations split between simple improve- 
ments to eldritch blast and cool versitility features. 


Now come the opinions. The flavor of the Warlock is bar- 
gaining with a powerful being to give you skills and powers 
beyond what you would ever be capable of. Personally I love 
the idea of extending that idea to abilities that no one would 
be able to achieve otherwise. For that reason I am not a fan of 
giving Warlocks a subset of the Wizard spell list and calling 
that good. To me invocations are the identity of this class. 
Gifts from beyond that are only accessible to those that make 
the bargain. To me it feels like the 5e Warlock never gets 
enough invocations. This is further impeded by forcing the 5e 
Warlock to choose whether they want to embrace their el- 
dritch blast usefulness or delve into the really interesting 
invocations. 

This is a difficult balance to strike, because invocations can 
be very powerful, we can't just give the Warlock more espe- 
cially since they have access to full spells as well. My proposal 
would be to return the Warlock more in line with their 3.5e 
roots. The idea of an at-will blaster which gains access to 
more invocations. However in order to increase the invoca- 
tions without making them too powerful we will be removing 
their spell casting feature, Pact Slots. In its place the Warlock 
will get a set number of invocations to spend on eldritch blast 
and others to spend on the spell-like abilities. In addition to 
this since the Warlock will no longer practically be full cast- 
ers we will take inspiration from other 3.5e Warlock abilities 
which improve their survivability further setting them apart 
from the squishy Wizards. 

I believe limiting the Warlock's spell casting once more and 
improving the features that set them apart will give this class 
a stronger identity separating it from the list of casters that 
5e has. 

I am definitely looking for feedback on this. I want this 
class update to be balanced with the rest of the 5e classes. 
My goal is not to make Warlocks more powerful, but more in- 
teresting. If you have ideas for how to improve this class you 
can reach me at manwithmetalpig@protonmailcom 

As with most things I am working off the shoulders of gi- 
ants. I did come to this idea myself, but after writing up a first 
draft of a different document I found someone had done this 
5 years before me. I used this 3.5e Warlock Rewrite as a base 
for this document. I have made many balance changes, added 
invocations, modified subclasses, and plenty more. I would 
like to thank whoever it was that made that document. I 
found it though a reddit post, but the poster was deleted and I 
am not sure how to know who made it on GM Binder. So if 
you are the author of the original document I would love to 
hear from you. 

https://www.gmbinder.com/share/- 
LIKMY6cSYJGlrdxXU0H 


THE WARLOCK 


Level Proficiency Bonus Features Shapes Known Essences Known Invocations Known 


1st +2 Eldritch Blast (1d10), Eldritch Invocations, Otherworldly Patron 1 
2nd +2 Cold Silver 
3rd +2 Fiendish Resilience 
Ath +2 Ability Score Improvement 
5th +3 Eldritch Blast (2d10) 
6th +3 Otherworldly Patron Feature 
7th +3 - 
8th +3 Ability Score Improvement 
9th +4 Energy Resistance (one type) 
10th +4 Otherworldly Patron Feature 
11th +4 Eldritch Blast (3d10) 
12th +4 Ability Score Improvement 
13th +5 - 
14th +5 Otherworldly Patron Feature 
15th +5 Energy Resistance (two types) 
16th +5 Ability Score Improvement 
17th +6 Eldritch Blast (4d10) 
+6 Improved Cold Silver 
+6 Ability Score Improvement 


+6 Eldritch Master 


CLASS FEATURES EQUIPMENT 


You start with the following equipment, in addition to the 


As a Warlock, you gain the following class features. equipment granted by your background: 

Hirt Points e (aja light crossbow and 20 bolts or (b) any simple weapon 

Hit Dice sid per Warlock level e (a)ascholar’s pack or (b) a dungeoneer’s pack 

Hit Points at 1st Level: 8 + your Constitution modifier e Leather armor, an arcane focus, any simple weapon, and 
two daggers 


Hit Points at Higher Levels: 1d8 (or 5) + your Constitution 
modifier per Warlock level after 1st 


PROFICIENCIES 
Armor: Light armor 
Weapons: Simple weapons 
Tools: None 


Saving Throws: Wisdom, Charisma 
Skills: Choose two skills from Arcana, Deception, History, 
Intimidation, Investigation, Nature, and Religion 


ELDRITCH BLAST 


Starting at 1st level, you can use your action to make a 
ranged spell attack against a creature or object within 120 
feet of you. Your attack bonus for your eldritch blast is equal 
to your proficiency bonus + your Charisma modifier. On a hit, 
the target takes force damage equal to 1d10 + your Charisma 
modifier. 

At 5th level, the damage increases to 2d10 + your 
Charisma modifier. This increases to 3d10 + your Charisma 
modifier at 11th level, and 4d10 + your Charisma modifier at 
17th level. 

To use your eldritch blast, you must either have a hand free 
or be holding an arcane focus. If you are wearing armor that 
you are not proficient with, you can't use your eldritch blast. 

An eldritch blast’s appearance varies from Warlock to 
Warlock. A colored beam or bolt of energy is typical, although 
some Warlocks’ blasts have more exotic appearances, such 
as crystalline projectiles, spectral tentacles, or thrown play- 
ing cards. The appearance of your eldritch blast is up to you. 


ELDRITCH INVOCATIONS 


In your study of occult lore, you have unearthed eldritch invo- 
cations, fragments of forbidden knowledge that imbue you 
with an abiding magical ability. 


BLAST SHAPES 

Blast shapes are a type of invocation that modifies the func- 
tion of your eldritch blast. You learn blast shapes separately 
from the rest of your invocations. When you use your eldritch 
blast, you can cause it to take the form of one of your blast 
shapes. You can only use a single blast shape at a time. 


ELDRITCH ESSENCES 

Eldritch essences are another type of invocation that adds ad- 
ditional effects to your eldritch blast. You learn eldritch es- 
sences separately from your other invocations. When you 
deal damage with your eldritch blast, you can use a bonus ac- 
tion to force each damaged target to make a save against one 
of your eldritch essences. 

You can use your eldritch essences a number of times 
equal to your Charisma modifier (minimum of once), and you 
regain all expended uses when you finish a short or long rest. 

At Ist level, you learn one blast shape, one eldritch es- 
sence, and one other invocation of your choice. Your options 
for each are detailed at the end of the class description. 
When you gain certain Warlock levels, you gain additional op- 
tions of your choice, as shown on the Warlock table. Each 
shape, essence, or other invocation has a level associated 
with it, and you can't learn one of a higher level than your 
level in this class. 

Additionally, when you gain a level in this class, you can 
choose one of the shapes, essences, or other invocations you 
know and replace it with another that you could learn at that 
level. 

Charisma is your spellcasting ability modifier for your invo- 
cations. Your Invocation save DC is equal to 8 + your profi- 
ciency bonus + your Charisma modifier. 


OTHERWORLDLY PATRON 


At 1st level, you have struck a bargain with an otherworldly 
being of your choice. Your choice grants you features at 1st 
level and again at 6th, 10th, and 14th level. 


COLD SILVER 


Starting at 2nd level, your otherworldly nature grants you a 
resistance to the weapons of mortals. When you take blud- 
geoning, piercing, or slashing damage, you can reduce the 
damage taken by 2 + your proficiency bonus. The damage 
can't be reduced to less than 1. 

Silver, however, cuts through this resistance. Damage you 
take from silvered weapons can't be reduced, and you can't 
use this feature while your skin is in contact with silver. 

Once you use this feature, you can't use it again until the 
start of your next turn. 


FIENDISH RESILIENCE 


Starting at 3rd level, you can use a bonus action to call upon 
your patron to rapidly heal your injuries. For the next minute, 
you regain hit points equal to one-third of your Warlock level 
(rounded down) at the end of each of your turns. The effect 
ends early if you are incapacitated. 

You can use this feature once, and you regain use of it 
when you finish a long rest. 


ENERGY RESISTANCE 


Starting at 9th level, when you finish a short or long rest, you 
can choose acid, cold, fire, lightning, or thunder damage. You 
gain resistance to the type of damage that you choose, which 
lasts until you choose another one. 

Starting at 15th level, you can choose two damage types in- 
stead of one. 


IMPROVED COLD SILVER 


Starting at 18th level, when using Cold Silver would reduce 
the damage you take by less than half, it instead reduces it by 
half. 


ELDRITCH MASTER 


At 20th level, when you miss an attack with your eldritch blast 
or when a creature succeeds on a saving throw against one of 
your blast shapes, you still deal half the damage that you 
would have dealt normally. 

If you miss an attack against a creature, or it succeeds on 
its save against one of your blast shapes, it does not have to 
make a save against any eldritch essence you might use. 

In addition when you make an attack with your eldritch 
blast you can apply two different essences to a single casting. 
Any creature hit by the eldritch blast is affected by both. 


OTHERWORLDLY PATRONS 


THE ARCHFEY 


Your patron is a lord or lady of the fey, a creature of legend 
who holds secrets that were forgotten before the mortal races 
were born. This being's motivations are often inscrutable, 
and sometimes whimsical, and might involve a striving for 
greater magical power or the settling of age-old grudges. 
Beings of this sort include the Prince of Frost; the Queen of 
Air and Darkness, ruler of the Gloaming Court; Titania of the 
Summer Court; her consort Oberon, the Green Lord; 
Hyrsam, the Prince of Fools; and ancient hags. 


FEY PRESENCE 


Starting at 1st level, your patron bestows upon you the ability 
to project the beguiling and fearsome presence of the fey. As 
an action, you can cause creatures of your choice within 5 
feet of you to make a Wisdom saving throw against your invo- 
cation save DC. A creature that fails its saving throw is 
charmed or frightened by you (your choice) for 1 minute, or 
until it takes damage. 

Once you use this feature, you can't use it again until you 
finish a short or long rest. 


MIsTy ESCAPE 


Starting at 6th level, you can vanish in a puff of mist in re- 
sponse to harm. As an action or as a reaction when you take 
damage, you can turn invisible and teleport up to 60 feet to an 
unoccupied space you can see. You remain invisible until the 
start of your next turn or until you take an action. 

You can use this feature once, and you regain use of it 
when you finish a short or long rest. 


BEGUILING DEFENSES 


Beginning at 10th level, your patron teaches you how to turn 
the mind-affecting magic of your enemies against them. You 
are immune to being charmed and frightened, and when an- 
other creature attempts to charm or frighten you, you can use 
your reaction to attempt to turn the effect back on that crea- 
ture. The creature must succeed on a Wisdom saving throw 
against your invocation save DC or suffer the same charming 
or frightening effect that it targeted you with, as if the effect 
had originated from you. 


DREAMSCAPE 


Starting at 14th level, you can banish a creature into the 
realm of dreams. As an action, choose a creature that you can 
see within 60 feet of you. It must make a Wisdom saving 
throw against your invocation save DC. On a failed save, the 
creature disappears from its current plane of existence and 
appears in your dreamscape realm. You decide the appear- 
ance of this realm, although it cannot be directly harmful to 
the creature. The creature remains there for 1 minute, or un- 
til your concentration ends, as if you were concentrating on a 
spell. 

When the target creature is sent to your dreamscape 
realm, you can choose to enter the realm along with it. If you 
do this, you can choose to either charm the creature until you 
deal damage to it, or frighten it until it leaves the 
dreamscape. 

You can use this feature once, and you regain use of it 
when you finish a short or long rest. 


THE CELESTIAL 


Your patron is a powerful being of the Upper Planes. You 
have bound yourself to an ancient empyrean, solar, ki-rin, uni- 
corn, or other entity that resides in the planes of everlasting 
bliss. Your pact with that being allows you to experience the 
barest touch of the holy light that illuminates the multiverse. 

Being connected to such power can cause changes to your 
behavior and beliefs. You might find yourself driven to annihi- 
late the undead, to defeat fiends, and to protect the innocent. 
At times, your heart might also be filled with a longing for the 
celestial realm of your patron, a desire to wander that par- 
adise for the rest of your days. But you know that your mis- 
sion is among mortals for now and that your pact binds you 
to bring light to the dark places of the world. 


BEACONING RADIANCE 


At 1st level, you learn how to use the light cantrip as a spell- 
like effect. When you cast the light cantrip it has a range of 
15 feet. 

At Higher Levels. At 5th level, any creature holding or car- 
rying the object that is effected by this spell is easier to hit. 
Add 1d4 to all attack rolls made against them. At 11th level 
the range of this spell becomes 30 feet. At 17th level you can 
target two objects simultaneously with one casting. 


HEALING LIGHT 


At 1st level, you gain the ability to channel celestial energy to 
heal wounds. You have a pool of d6s that you spend to fuel 
this healing. The number of dice in the pool equals 1 + your 
warlock level. 

As a bonus action, you can heal one creature you can see 
within 60 feet of you, spending dice from the pool The maxi- 
mum number of dice you can spend at once equals your 
Charisma modifier (minimum of one die). Roll the dice you 
spend, add them together, and restore a number of hit points 
equal to the total. 

Your pool regains all expended dice when you finish a long 
rest. 


REJUVENATING BLAST 


Starting at 6th level, your patron bestows an additional 
Essence Invocation upon you: Rejuvenating Blast. This invo- 
cation does not count against the number of invocations you 
know in the warlock table. When you use this essence, each 
creature hit by your eldritch blast is healed for the amount of 
damage the blast would have done. 

Once you have healed a creature in this way you cannot 
use this essence again until you have finished a short or long 
rest. 


CELESTIAL RESISTANCE 


Starting at 10th level, you gain temporary hit points whenever 
you finish a short or long rest. These temporary hit points 
equal your warlock level + your Charisma modifier. 
Additionally, choose up to five creatures you can see at the 
end of the rest. Those creatures each gain temporary hit 
points equal to half your warlock level + your Charisma 
modifier. 


SEARING VENGEANCE 


Starting at 14th level, the radiant energy you channel allows 
you to resist death. When you have to make a death saving 
throw at the start of your turn, you can instead spring back to 
your feet with a burst of radiant energy. You regain hit points 
equal to half your hit point maximum, and then you stand up 
if you so choose. Each creature of your choice that is within 
30 feet of you takes radiant damage equal to 2d8 + your 
Charisma modifier, and is blinded until the end of the current 
turn. 

Once you use this feature, you can’t use it again until you 
finish a long rest. 


THE FIEND 


You have made a pact with a fiend from the lower planes of 
existence, a being whose aims are evil, even if you strive 
against those aims. Such beings desire the corruption or de- 
struction of all things, ultimately including you. Fiends power- 
ful enough to forge a pact include demon lords such as 
Demogorgon, Orcus, Fraz’Urb-luu, and Baphomet; archdevils 
such as Asmodeus, Dispater, Mephistopheles, and Belial; pit 
fiends and balors that are especially mighty; and ultroloths 
and other lords of the yugoloths. 


DARK ONE'S BLESSING 


Starting at 1st level, when you reduce a hostile creature to 0 
hit points, you gain temporary hit points equal to your 
Charisma modifier + your Warlock level (minimum of 1). 


HELLFIRE 


Starting at 6th level, your bond with your patron allows you to 
sacrifice a bit of your vitality to empower your eldritch blast 
with hellfire. When you roll for the damage of your eldritch 
blast, you can choose to reroll any number of the damage 
dice. For each die you reroll, you can use either result. 

Each time you do this, you take necrotic damage equal to 
half your Warlock level, and your hit point maximum is re- 
duced by the same amount. This damage bypasses temporary 
hit points, and cannot be prevented with resistance or immu- 
nity. If your hit point maximum is reduced to 0, you die. Your 
hit point maximum is restored when you finish a long rest. 

Because the sacrifice is required for the use of hellfire, if 
you are under an effect that prevents your hit point maximum 
from being reduced, you can’t use this feature. 


HELLISH REBUKE 


Starting at 10th level, when a creature within 120 feet of you 
deals damage to you, you can attack the creature with your el- 
dritch blast as a reaction. Being within 5 feet of the target 
does not impose disadvantage on this blast's attack roll. You 
can't use blast shapes or eldritch essences with this blast, al- 
though you can use your Hellfire feature with it. The damage 
dealt by this feature is fire instead of force damage. In addi- 
tion the fire damage ignores fire resistance and treats fire im- 
munity as fire resistance instead. 

You can use this feature once, and you regain use of it 
when you finish a short or long rest. 


HurRL THROUGH HELL 


Starting at 14th level, when you hit a creature with an attack 
or force it to make a saving throw that it fails, you can use 
this feature to instantly transport the target through the lower 
planes. The creature disappears and hurtles through a night- 
mare landscape. 

At the end of your next turn, the target returns to the space 
it previously occupied, or the nearest unoccupied space. If the 
target is not a fiend, it takes 10d10 psychic damage as it reels 
from its horrific experience. 

You can use this feature once, and you regain use of it 
when you finish a long rest. 


THE GREAT OLD ONE 


Your patron is a mysterious entity whose nature is utterly for- 
eign to the fabric of reality. It might come from the Far 
Realm, the space beyond reality, or it could be one of the el- 
der gods known only in legends. Its motives are incompre- 
hensible to mortals, and its knowledge so immense and an- 
cient that even the greatest libraries pale in comparison to 
the vast secrets it holds. The Great Old One might be un- 
aware of your existence or entirely indifferent to you, but the 
secrets you have learned allow you to draw your magic from 
it. 

Entities of this type include Ghaunadar, called That Which 
Lurks; Tharizdun, the Chained God; Dendar, the Night 
Serpent; Zargon, the Returner; Great Cthulhu; and other un- 
fathomable beings. 


AWAKENED MIND 


Starting at 1st level, your alien knowledge gives you the abil- 
ity to touch the minds of other creatures. You can use a bonus 
action to magically create a telepathic link with one creature 
you can see within 30 feet of you. Until the link ends, you can 
telepathically speak to the target through the link, and if it un- 
derstands at least one language, it can speak telepathically to 
you. The link lasts for 10 minutes, and it ends early if you are 
incapacitated or die, or if you use another bonus action to 
break the link or to establish this link with a different 
creature. 


KNOWLEDGE DRAIN 


Also starting at 1st level, you can use your action to attempt 
to steal knowledge from the mind of a creature you can see 
within 30 feet of you. The target creature must make an 
Intelligence saving throw against your invocation save DC. 
On a failed save, you choose one skill that the creature is pro- 
ficient with. For the next 24 hours, the creature loses this 
proficiency, and you gain it. If you were already proficient 
with the chosen skill your proficiency bonus is doubled for it. 
At the DM's option, you might also gain access to a memory 
or a piece of information that the creature knew. 

Once you use this ability, the target creature is immune to 
it for the next 24 hours. 


CHILLING TENTACLES 


At 6th level, you can use your action to briefly allow your pa- 
tron to reach into this reality. Choose a point that you can see 
within 60 feet of you. Each creature within a 20-foot cube 
centered on that point must succeed on a Dexterity saving 
throw against your invocation save DC or be restrained by 
tentacles. A creature is restrained for 1 minute, or until it 
uses its action to make a Strength check against your invoca- 
tion save DC, freeing itself on a success. A creature that 
starts its turn while restrained takes 2d6 cold damage. 

Once you use this feature, you can't use it again until you 
finish a short or long rest. 


THOUGHT SHIELD 


Starting at 10th level, your thoughts can't be read by telepathy 
or other means unless you allow it. You also have resistance 
to psychic damage, and whenever a creature deals psychic 
damage to you, that creature takes the same amount of dam- 
age that you do. 


CREATE THRALL 


At 14th level, you gain the ability to infect a humanoid's mind 
with the alien magic of your patron. You can use your action 
to touch an incapacitated humanoid. That creature is then 
charmed by you until a remove curse spell is cast on it, the 
charmed condition is removed from it, or you use this feature 
again. 

You can communicate telepathically with the charmed 
creature as long as the two of you are on the same plane of 
existence. 


‘THE HEXBLADE 


You have made your pact with a mysterious entity from the 
Shadowfell — a force that manifests in sentient magic weap- 
ons carved from the stuff of shadow. The mighty sword 
Blackrazor is the most notable of these weapons, which have 
been spread across the multiverse over the ages. The shad- 
owy force behind these weapons can offer power to Warlocks 
who form pacts with it. Many Hexblade Warlocks create 
weapons that emulate those formed in the Shadowfell. 
Others forgo such arms, content to weave the dark magic of 
that plane into their blasting. 

Because the Raven Queen is known to have forged the first 
of these weapons, many sages speculate that she and the 
force are one and that the weapons, along with Hexblade 
Warlocks, are tools she uses to manipulate events on the 
Material Plane to her inscrutable ends. 


HEX WARRIOR 


At Ist level, you gain proficiency with martial weapons, 
medium armor, and shields. 

The influence of your patron also allows you to mystically 
channel your will through a particular weapon. Whenever you 
finish a long rest, you can touch one weapon that you are pro- 
ficient with and that lacks the two-handed property. When 
you attack with that weapon, you can use your Charisma 
modifier, instead of Strength or Dexterity, for the attack and 
damage rolls. This benefit lasts until you finish a long rest. If 
you later take the Eldritch Blade invocation this benefit ex- 
tends to any weapon you conjure with that feature 


HEXBLADE’S CURSE 


Starting at 1st level, you gain the ability to place a baleful 
curse on someone. As a bonus action, choose one creature 
you can see within 30 feet of you. The target is cursed for 1 
minute. The curse ends early if the target dies, you die, or you 
are incapacitated. Until the curse ends, you gain the following 
benefits: 


e You gain a bonus to damage rolls against the cursed tar- 
get. The bonus equals your proficiency bonus. 

e Any attack roll you make against the cursed target is a crit- 
ical hit on a roll of 19 or 20 on the d20. 

e If the cursed target dies, you regain hit points equal to 
your warlock level + your Charisma modifier (minimum of 
1 hit point). 


You can't use this feature again until you finish a short or 
long rest. 


ACCURSED SPECTER 


Starting at 6th level, when you slay a humanoid, you can 
cause its spirit to rise from its corpse as a specter, the statis- 
tics for which are in the Monster Manual. When the specter 
appears, it gains temporary hit points equal to half your 
Warlock level. Roll initiative for the specter, which has its own 
turns. It obeys your verbal commands, and it gains a bonus to 
its attack rolls equal to your Charisma modifier. 

The specter remains in your service until the end of your 
next long rest, at which point it vanishes to the afterlife. Once 
you bind a specter with this feature, you can't use the feature 
again until you finish a long rest. 


AURA OF UNLUCK 


Starting at 10th level, you can use a bonus action to create an 
aura of misfortune around yourself. For 1 minute, any crea- 
ture that attacks you while within 10 feet of you must roll a 
d6 and subtract the result from the attack roll. 

You can use this feature once, and you regain use of it 
when you finish a long rest. 


MASTER OF HEXES 


Starting at 14th level, you can spread your Hexblade's Curse 
from a slain creature to another creature. When the creature 
cursed by your Hexblade's Curse dies, you can apply the 
curse to a different creature you can see within 30 feet of you, 
provided you aren't incapacitated. 


THE ARCANIST 


You have made your pact with a mysterious entity which has 
spent ages gathering knowledge. This could be anything from 
an elder brain, a litch, or anything that knows and seeks 
knowledge. The pact you make with your patron is to share in 
some of their secrets. As a result the your powers are more 
geared toward the arcane than combat. When you learn invo- 
cations reference The Arcanist Invocation Table for which 
types of invocations you can learn when. In addition you can- 
not meet the level requirements for Essence Invocations or 
Blast Shapes that have level prerequisite. 


ARCANIST INVOCATION TABLE 


Invocations Known 


Level ShapesKnown Essences Known 
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KNOWLEDGE OF THE SAGE 


At 1st level you gain proficiency in History and Arcana. In ad- 
dition you learn any 2 cantrips from the Wizard spell list. You 
also learn 2 languages of your choice. 


BOOK OF SHADOWS 


At 1st level your patron bestows you with a tome containing 
many secrets. You can inscribe magical rituals in your Book 
of Shadows. Choose one 1st-level spells that have the ritual 
tag from any class's spell list (the two needn't be from the 
same list) The spells appear in the book and don't count 
against the number of spells you know. With your Book of 
Shadows in hand, you can cast the chosen spells as rituals. 
You can't cast the spells except as rituals. 

On your adventures, you can add other ritual spells to your 
Book of Shadows. When you find such a spell, you can add it 
to the book if the spell's level is equal to or less than half your 
warlock level (rounded up) and if you can spare the time to 
transcribe the spell For each level of the spell, the transcrip- 
tion process takes 2 hours and costs 50 gp for the rare inks 
needed to inscribe it. 


ENLIGHTENED SCHOLAR 


At 6th level your studies have sharpened your knowledge well 
beyond the level of most mortals. You gain expertise in 
History and Arcana. You learn 3 new languages of your 
choice. 


DECEIVE THE WEAVE 


At 10th level your knowledge of magic has transcended the 
bounds of categories. You gain the ability to use spell scrolls 
from any class spell list. When you do so make a Deception 
check against the DC 10 + the spell's level Tampering with 
the weave does have its dangers. On a fail, instead of the spell 
scroll disappearing the weave lashes out at you and deals 
damage equal to 1d4 for each level of the spell you attempted 
to cast. 


Mystic ARCANUM 


At 14th level your patron bestows upon you a magical secret 
called an arcanum. Choose one 7th-level spell from the wiz- 
ard spell list as this arcanum. 

You can cast your arcanum spell once without expending a 
spell slot. You must finish a long rest before you can do so 
again. 


INVOCATIONS 


BLAST SHAPES 


HIDEOUS BLOW 

You can use your action to make a single melee weapon at- 
tack. If you hit, the target is affected as if struck by your el- 
dritch blast (including any eldritch essence applied to the 
blast). This damage is in addition to any weapon damage that 
you deal with your attack. 


ELDRITCH RIFT 
Choose a point on the ground that you can see within range 
of your blast. A rift of malevolent energy appears filling a five 
foot cube. Any creature in the rift’s space when you use this 
invocation must succeed on a Dexterity saving throw or take 
the eldritch blast damage. When you use this invocation you 
can choose to have this be an instantaneous effect or you can 
use your concentration to maintain the rift for up to 1 minute. 

A creature must also make the saving throw when it enters 
the rift’s space for the first time on a turn or ends its turn 
there. 

If you applied an eldritch essence to this blast then each 
creature that takes damage from the rift is affected by the es- 
sence as well. 


ELDRITCH SPEAR 
Your eldritch blast gains a range of 300 feet. 


ELDRITCH CASCADE 
Prerequisite: 5th level 

This blast shape invocation allows you to improve your el- 
dritch blast by turning it into an arc of energy that jumps 
from the first target to others. When jumping repeat the at- 
tack against a new target within 30 feet of the previous. A 
cascade cannot hit the same target twice. On a hit the first 
target takes 1d10 + your Charisma modifier. Each subse- 
quent hit deals an additional 1d10 force damage to the new 
target. 

If you apply an eldritch essence, each target you hit must 
make the save against it. 

The number of targets your cascade can jump to are as fol- 
lows: at 5th level eldritch cascade can jump to 2 additional 
targets, at 11th level 3 additional targets, at 17th level 4 addi- 
tional targets. 


ELDRITCH BARRAGE 
Prerequisite: 5th level 

Instead of attacking once with your eldritch blast, you can 
attack twice. When you hit with one of these attacks, the tar- 
get takes force damage equal to 1d10 + your Charisma 
modifier. 

If you use an eldritch essence, each target you hit must 
make the save against it. If you hit the same creature multiple 
times, it only has to make one save. 

Starting at 11th level, you can make three attacks instead 
of two, and starting at 17th level, you can make four attacks. 


ELDRITCH BLADE 
Prerequisite: 5th level 

Instead of making an attack with your eldritch blast, you 
form your blast energies into a weapon. You can form any 
melee weapon that you are proficient with, this weapon deals 
force damage instead of its regular damage type. You can in- 
stead use an existing weapon that you are wielding and are 
proficient with. 

You can take the Attack action as part of the same action 
you used to summon the weapon. When you take the Attack 
action, you can attack twice with the weapon instead of once. 

Starting at 11th level, when you take the Attack action, the 
weapon deals an extra 1d10 damage on a hit. At 17th level, 
this increases to 2d10. 

Also when you take the Attack action, you can use a bonus 
action to apply an eldritch essence to the weapon. Each crea- 
ture you hit as part of that action must make the save against 
the essence. If you hit the same creature multiple times, it 
only has to make one save. 

If you summoned a weapon though this invocation it disap- 
pears if it leaves your hand, or if you dismiss it (no action 
required.) 


ELDRITCH BEAM 
Prerequisite: 7th level 

Instead of making an attack with your eldritch blast, a 5- 
foot by 60-foot line of energy bursts out from you. Each crea- 
ture in the line must make a Dexterity saving throw. On a 
failed save, a creature takes the damage of your eldritch blast. 


ELDRITCH WAVE 
Prerequisite: 11th level 

Instead of making an attack with your eldritch blast, a 30- 
foot cone of energy bursts out from you. Each creature in the 
cone must make a Dexterity saving throw. On a failed save, a 
creature takes the damage of your eldritch blast. 


ELDRITCH DOOM 
Prerequisite: 17th level 

Instead of attacking with your eldritch blast, you choose 
any number of creatures you can see within 20 feet of you. 
Each creature you choose must make a Dexterity saving 
throw. On a failed save, a creature takes the damage of your 
eldritch blast. 


ELDRITCH ESSENCES 


BANEFUL BLAST 

When you use this essence, each creature damaged by your 
eldritch blast must make a Wisdom saving throw. On a fail 
they are cursed for the next round and must subtract 1d4 
from all attack rolls or saving throws, your choice when using 
this invocation. 


BRIMSTONE BLAST 
When you use this essence, each creature damaged by your 
eldritch blast must make a Dexterity saving throw. On a failed 
save, a creature begins to burn, taking 1d6 fire damage at the 
start of each of its turns for 1 minute. A burning creature or 
another creature within 5 feet can use an action to make a 
Dexterity check against your invocation save DC, extinguish- 
ing the burn on a success. 

At 10th level, the damage increases to 2d6, and at 19th 
level, it increases to 3d6. 


FRIGHTFUL BLAST 

When you use this essence, each creature damaged by your 
eldritch blast must make a Wisdom saving throw. On a failed 
save, a creature is frightened of you until the start of your 
next turn. 


HAMMERING BLAST 

When you use this essence, your eldritch blast automatically 
hits objects and structures, and deals double damage to 
them. 


SICKENING BLAST 

When you use this essence, each creature damaged by your 
eldritch blast must make a Constitution saving throw. On a 
failed save, a creature is poisoned until the start of your next 
turn. 


REPELLING BLAST 

When you use this essence, each creature damaged by your 
eldritch blast must make a Strength saving throw. On a failed 
save, a creature must roll 2d4. The creature is pushed a num- 
ber of feet away from you equal to 5 times the result. If collid- 
ing with an object prevents it from moving this full distance, it 
takes 1d6 bludgeoning damage for each 10 feet of movement 
it was unable to complete. 


BESHADOWED BLAST 
Prerequisite: 6th level 

When you use this essence, each creature damaged by 
your eldritch blast must make a Constitution saving throw. 
On a failed save, a creature is blinded until the start of your 
next turn. 


HELLRIME BLAST 
Prerequisite: 6th level 

When you use this essence, each creature damaged by 
your eldritch blast must make a Constitution saving throw. 
On a failed save, a creature has its speed reduced by 30 feet 
until the start of your next turn. 


HEXING BLAST 

Prerequisite: 6th level When you use this essence, each crea- 
ture damaged by your eldritch blast must make a Charisma 
saving throw. On a failed save the creature becomes cursed. 
For the next round all attacks against the target from any 
creature deal an extra 1d4 necrotic damage. 


Noxious BLAST 
Prerequisite: 10th level 

When you use this essence, each creature damaged by 
your eldritch blast must make a Constitution saving throw 
against poison. On a failed save, a creature spends its action 
on its next turn retching and reeling. 

A creature that is immune to being poisoned is unaffected 
by this essence. 


VITRIOLIC BLAST 
Prerequisite: 10th level 

When you use this essence, each creature damaged by 
your eldritch blast must make a Dexterity saving throw. On a 
failed save, a creature takes 4d6 acid damage at the end of its 
next turn. 

At 19th level, the damage increases to 6d6. 


BEWITCHING BLAST 
Prerequisite: 14th level 

When you use this essence, each creature damaged by 
your eldritch blast must make a Wisdom saving throw. Until 
the start of your next turn, a creature that fails its save re- 
gards all creatures it can see as enemies. When it chooses 
another creature as a target, it must choose the target at ran- 
dom from among the creatures it can see within range of the 
attack, spell, or other ability it’s using. If an enemy provokes 
an opportunity attack from an affected creature, the creature 
must make that attack if it is able to. 

A creature that is immune to being frightened is unaffected 
by this essence. 


HINDERING BLAST 
Prerequisite: 14th level 

When you use this essence, each creature damaged by 
your eldritch blast must make a Wisdom saving throw. Until 
the start of your next turn, a creature that fails its save has its 
speed halved, takes a -2 penalty to AC and Dexterity saving 
throws, and can't make reactions. On its next turn, it can take 
either an action or a bonus action, not both. Regardless of the 
creature's abilities, it can't make more than one attack on its 
next turn. 


BINDING BLAST 
Prerequisite: 19th level 

When you use this essence, each creature damaged by 
your eldritch blast must make a Wisdom saving throw. On a 
failed save, a creature is stunned until the start of your next 
turn. 


UTTERDARK BLAST 
Prerequisite: 19th level 

When you use this essence, each creature damaged by 
your eldritch blast must make a Constitution saving throw. 
On a failed save, a creature gains one level of exhaustion. 


OTHER INVOCATIONS 


ARMOR OF SHADOWS 
You can cast mage armor on yourself at will 


ASPECT OF THE MOON 
You no longer need to sleep and can't be forced to sleep by 
any means. To gain the benefits of a long rest, you can spend 
all 8 hours doing light activity, such as reading your Book of 
Shadows and keeping watch. 


BEAST SPEECH 
You can cast speak with animals at will. 


BEGUILING INFLUENCE 

You gain proficiency in the Persuasion and Deception skills, 
and your proficiency bonus is doubled for any ability check 
you make with them. 


DEVIL’s SIGHT 
You gain darkvision out to a distance of 120 feet. Magical 
darkness does not impede your darkvision. 


DRACONIC KNOWLEDGE 

You gain proficiency in the Arcana and Religion skills, and 
your proficiency bonus is doubled for any ability check you 
make with them. 


ELDRITCH SIGHT 
You can cast detect magic at will 


EYES OF THE RUNE KEEPER 
You can read all writing. 


GAZE OF Two MINDS 

You can use your action to touch a willing creature and per- 
ceive through its senses until the end of your next turn. As 
long as the creature is on the same plane of existence as you, 
you can use your action on subsequent turns to maintain this 
connection, extending the duration until the end of your next 
turn. While perceiving through the other creature's senses, 
you benefit from any special senses possessed by that crea- 
ture, and you are blinded and deafened to your own 
surroundings. 


GIFT OF THE DEPTHS 
You can breathe underwater, and you gain a swimming speed 
equal to your walking speed. 


MASK OF MANy FACES 
You can cast disguise self at will. 


MISTY VISIONS 
You can cast silent image at will 


OTHERWORLDLY LEAP 
You can cast jump on yourself at will 


SERPENT’S TONGUE 

You gain advantage on Wisdom (perception) checks that rely 
on smell, and Wisdom (survival) checks made to track crea- 
tures. Additionally, you gain advantage on saving throws 
against poison. 


THIEVES’ BANE 
You can cast alarm at will. 


Book OF ANCIENT SECRETS 
Prerequisite: 3rd level 

Your patron give you a book of ancient secrets. From this 
book you learn three cantrips of your choice from any class' 
spell list. The three don't have to be from the same list. 
Charisma is your spellcasting ability for these cantrips. 

When you gain a level in this class, you can replace one of 
the cantrips you gain from this invocation with a different 
one. 


BREATH OF THE NIGHT 
Prerequisite: 3rd level 
You can cast fog cloud at will. 


CHAINED FAMILIAR 
Prerequisite: 3rd level 

You can cast find familiar at will, although you must still ex- 
pend the material component each time you cast it. When 
you cast find familiar, you can summon an Imp, 
Pseudodragon, Quasit, or Sprite as your familiar, in addition 
to the usual forms granted by the spell. 


ONE WITH SHADOWS 
Prerequisite: 3rd level 

When you are in an area of dim light or darkness, you can 
use your action to become invisible until you move, take an 
action, or make a reaction. 


WARLOCK'S GRASP 
Prerequisite: 3rd level 
You can cast Maximilian's earthen grasp at will. 


WEIGHTY UTTERANCE 
Prerequisite: 3rd level 
You can cast earthbind at will 


CLOAK OF FLIES 
Prerequisite: 5th level 

As a bonus action, you can surround yourself with a magi- 
cal aura that looks like buzzing flies. The aura extends 5 feet 
from you in every direction, but not through total cover. It 
lasts until you're incapacitated or you dismiss it as a bonus 
action. 

The aura grants you advantage on Charisma (Intimidation) 
checks but disadvantage on all other Charisma checks. Any 
other creature that starts its turn in the aura takes poison 
damage equal to your Charisma modifier (minimum of 0 
damage). 


DEVouUR MaGIc 
Prerequisite: 5th level 

You can cast dispel magic once, and you regain the ability 
to do so when you finish a short or long rest. When you end a 
spell with this invocation, you regain hit points equal to 5 
times the level of the spell you ended. 


FLEE THE SCENE 
Prerequisite: 5th level 

As an action, you can teleport to a point you can see within 
60 feet of you, and a silent, unmoving illusory duplicate of you 
appears at the point you left. The duplicate disappears at the 
start of your next turn, or when it takes any damage. 

Once you use this invocation, you can’t use it again until 
you finish a short or long rest. 


MADDENING HEX 
Prerequisite: 5th level 

As a bonus action you can cast the spell hex on a creature. 
On subsequent turns you can use your bonus action to cause 
a psychic disturbance around the target of your hex. When 
you do so, you deal psychic damage to the cursed target and 
each creature of your choice within 5 feet of it. This psychic 
damage equals your Charisma modifier (minimum of 1 dam- 
age). To use this feature you need to be able to see the cursed 
target. 

Once the hex on your target has ended you cannot move 
the curse to another target and you can't use this invocation 
again until you finish a short or long rest. 


SUMMON SWARM 
Prerequisite: 5th level 

As an action, you can summon either a Swarm of Bats, 
Swarm of Insects, Swarm of Rats, or Swarm of Spiders at a 
point you can see within 30 feet of you. The swarm is friendly 
to you and your companions, and obeys your verbal com- 
mands. It can use your proficiency bonus and Charisma mod- 
ifier for its attack and damage rolls. 

The swarm disperses after 1 minute, or when you com- 
mand it to. You can't use this invocation again while you al- 
ready have a swarm summoned. 

Starting at 11th level, you can summon two swarms at 
once when you use this invocation, and starting at 17th level, 
you can summon three swarms at once. 


THE DEAD WALK 
Prerequisite: 5th level 

You can cast animate dead at will The Zombie or Skeleton 
you create with this invocation gains an increase to its maxi- 
mum health equal to your Warlock level, and it can use your 
proficiency bonus and Charisma modifier for its attack and 
damage rolls. 

When you cast animate dead using this invocation, you can 
only control one Skeleton or Zombie at a time. If you create a 
second one, the first immediately becomes hostile to you and 
your companions. 


TOMB OF LEVISTUS 
Prerequisite: 5th level 

As a reaction when you take damage, you can entomb your- 
self in ice, which melts away at the end of your next turn. You 
gain 10 temporary hit points per Warlock level, which take as 
much of the triggering damage as possible. Immediately after 
you take the damage, you gain vulnerability to fire damage, 
your speed is reduced to 0, and you are incapacitated. These 
effects, including any remaining temporary hit points, all end 
when the ice melts. 

Once you use this invocation, you can’t use it again until 
you finish a short or long rest. 


WHISPERS OF THE GRAVE 
Prerequisite: 5th level 
You can cast speak with dead at will 


WITCHWOOD STEP 
Prerequisite: 5th level 
You can cast water walk on yourself at will 


GHOSTLY GAZE 
Prerequisite: 7th level 

As an action, you gain the ability to see through solid ob- 
jects to a range of 30 feet. Within that range, you have darkvi- 
sion if you don't already have it. This special sight lasts for 1 
minute or until your concentration ends (as if you were con- 
centrating on a spell), During that time, you perceive objects 
as ghostly, transparent images. 

Once you use this invocation, you can’t use it again until 
you finish a short or long rest. 


PATH OF SHADOW 
Prerequisite: 7th level 

When you are in dim light or darkness, as a bonus action, 
you can teleport up to 60 feet to an unoccupied space you can 
see that is also in dim light or darkness. 


RELENTLESS HEX 
Prerequisite: 7th level 

As a bonus action you can cast the spell hex on a creature. 
As part of that casting, or as a bonus action on subsequent 
turns, you can magically teleport up to 30 feet to an unoccu- 
pied space you can see within 5 feet of the target of your hex, 
or by another warlock feature, such as Hexblade's Curse and 
Sign of Il! Omen. To teleport in this way, you must be able to 
see the cursed target. 

Once the hex on your target has ended you cannot move 
the curse to another target and you can't use this invocation 
again until you finish a short or long rest. 

If you also have the Maddening Hex invocation you can use 
either invocation ability while your hex is active, but these 
share their casting of hex so you can still only cast hex in this 
way once until a short or long rest. 


WARLOCK’S CHARM 
Prerequisite: 7th level 
You can cast charm person at will. 


ASCENDANT STEP 
Prerequisite: 9th level 

You can cast Jevitate on yourself at will, without expending 
a spell slot or material components. 


DARK DISCORPORATION 
Prerequisite: 9th level 

You can cast gaseous form on yourself at will You can’t use 
your eldritch blast while under the effects of gaseous form. 


SPIDERWALK 
Prerequisite: 9th level 

You can cast spider climb on yourself at will While under 
the effects of spider climb, your movement is not impeded by 
webs. 


WARLOCK’S CALL 
Prerequisite: 11th level 
You can cast sending at will. 


MASTER OF MYRIAD FORMS 
Prerequisite: 13th level 
You can cast alter self at will. 


SHROUD OF SHADOW 
Prerequisite: 13th level 
You can cast invisibility on yourself at will 


STEAL SUMMONING 
Prerequisite: 13th level 
As an action, you can attempt to take control of a creature 
you can see within 60 feet of you that has been summoned 
from another plane of existence by a spell. Make a Charisma 
check (DC = 10 + the level of the spell that summoned the 
creature.) On a success, you take control of the summoned 
creature as if you were the caster of the spell. If the spell re- 
quires concentration, you must maintain concentration on it. 
You can use this invocation once, and you regain use of it 
when you finish a short or long rest. 


VISIONS OF DISTANT REALMS 
Prerequisite: 13th level 
You can cast arcane eye at will. 


DEVIL'S WHISPERS 
Prerequisite: 17th level 
You can cast suggestion at will. 


FELL FLIGHT 
Prerequisite: 17th level 
You can cast fly on yourself at will 


WITCH SIGHT 
Prerequisite: 17th level 

You can see the true form of any shapechanger or creature 
concealed by illusion or transmutation magic while the crea- 
ture is within 30 feet of you and within line of sight. 
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